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Jason Milligan, sus323, and Ohtar Turinson 


Undermountain, that seemingly endless dungeon beneath Waterdeep, remains one of the most recognizable 
locations in FaerGn. Check out the top three room descriptions from out call to adventurers contest. First place 
finisher "The Undead Wish" by Jason Milligan, second place "The Auditorium" by sus323, and third place "The 


Temple of Fortune's Rebirth" by Ohtar Turinson. 


The Undead Wish (EL Varies) 
By Jason Milligan 


Read the following as the party passes through the double 
doors: 


The large, double doors open into a vast, darkness-filled 
chamber. The darkness does not allow a complete view of 
how wide it actually is. Barely visible are two columns of 
aged and chipped stone rising 12 feet to the ceiling. To the 
west is a stout wooden door. On the east is a short 
passage that ends in a blank wall. Running from the center 
of the double doors is a rotted carpet; occasional patches 
of color amid its ruin indicate that it was once blood red in 
hue. At the far end of the room, you make out the presence 
of a light, such as that emanating from a hearth fire. 


The room itself has no furnishings, nor any light source, until the 
PCs come to the northern third of the chamber. The six columns 
toward the entrance hold fading runes of an ancient and archaic 
nature. Most represent warding symbols with no power left in 
them and others are indecipherable due to age. The carpet is so 
worn away it does nothing to muffle footsteps. Carved upon the 
trigger block for the secret door is the Dwarven word that means 
"to open." 


Once the party comes within viewing distance of the 
southernmost of the northern columns, read the following text: 
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The aged stone and tattered carpet end at the edge of a 
plush red carpet that has golden runes traced into its edge. 
The two northernmost columns are made of shining brass 
and have relief carvings of flames running the entire length 
of them. Spread throughout the area beyond are multiple 
fine furnishings, including a darkwood desk and chair with 
magnificent carvings adorning them. A hearth stands in the 
center of the northernmost wall, and a fire spreads a 
comforting light about the area. Above it sits a bejeweled 
longsword mounted upon an oak backboard. 


The most peculiar feature of the area is the large red- 
skinned, horned humanoid sitting in the chair in the center 
of the area. Dressed in fine silks of varied colors, he speaks 
in a deep baritone, "| welcome you, mortals. Come to chat 
with an old riddler?" 


Halaster originally created this room as a means to test his 
seven apprentices for when they eventually, he knew, would 
come looking for him. As one of his earliest additions to the 


Underhalls, he sectioned it off from the rest of the complex by 


two well-hidden secret doors. In this room he summoned, 
bound, and put into service a genie, or more specifically, an 


efreeti. After his apprentices finally gathered, Halaster decided 
to leave the genie imprisoned as both an obstacle and reward 
for those who decided to delve into his underground fortress. 


Contained in a modified binding circle and wall of force, the mad 
wizard bound the genie to grant 101 wishes before he would be 
freed. (Review the efreeti's spell-like abilities and the wish spell 

before running this encounter; Mov'Harath is still bound by daily 


limitations.) Before he could grant these wishes though, the 


person must answer a constantly changing riddle. After many 


centuries, failed attempts at answering riddles, and the 


occasional success, the efreeti, called Mov'Harath, is down to 


just one riddle to be answered. Here is where things turn 
difficult. 


During the Time of Troubles, a battle broke out in Waterdeep 
with Myrkul's minions. Some of the City Guard that died in that 
battle rose again as curst. One of these unfortunates, Brelson, 


wandered many years in and around the City of the Dead, 


Waterdeep's graveyard, looking for a way to return to life. With 
no luck in his endeavor, the undead almost gave up hope, until 
he overheard one of the few adventurers to have returned from 


Undermountain telling of a wish-granting genie. This was his 


chance. After passing through the Yawning Portal disguising his 


true nature, he spent many weeks on the upper level of the 


Room Summary 


Creatures: (2) One efreeti and one curst. 
Traps: None. 

Terrain: Hewn stone; all the furnishings of 
Mov'Harath's area are illusions that the genie 
created over time with his permanent 
imagespell-like ability and placed over old 
decrepit furniture. 

Lighting Conditions: Darkness for the first 
two thirds of the room with light from a 
fireplace (30 feet of bright light, with 60 feet of 
shadowy illumination) in the upper third. 
Magic: Mov'Harath's area radiates moderate 
evocation, enchantment, and illusion magic 
from the permanent images, wall of force, and 
binding effects. 

Detectable Alignments: Moderate chaotic 
evil (Brelson) and strong lawful evil 
(Mov'Harath). 

Secrets: (1) The switch for the secret door in 
the southeastern passage is on the front of 
the southwestern-most pillar. It is a pressure- 
activated stone switch upon which is carved 
the Dwarven word that means "to open." The 
secret door remains open for 10 rounds 
before closing. The switch to open it from the 
other side is left up to the DM's discretion, 
though it should probably be found in a 
nearby room. 

Treasure: If defeated, the curst has only his 
breastplate and a +2 bastard sword. 


Relevant Checks 


Knowledge (Local History) DC 20: The 
curst were created by the battle with Myrkuls' 
minions in Waterdeep and its interaction with 
wild magic areas. 


Search DC 25: This result finds the pressure- 
triggered stone block in the southwestern 
pillar. 


Search DC 27: This result finds the secret 
door in the southeastern passage. 
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dungeon looking for this elusive genie. Little did he suspect that 
when he found him, there would be a riddle to answer to gain his 
reward. 


For the past eleven years, Brelson has stayed here in the 
genie's room trying to answer his riddles. As of yet, thanks to his 
low Intelligence and Wisdom scores (6 and 2 respectively), he 
has yet to correctly answer it. After all, the riddles originally were 
meant for aspiring wizards of quick wit and great intellect. In his 
frustration, and due to the chaotic nature of all curst, he has 
pleaded adventurers that correctly answer to save him from his 
undeath as many times as he has slain them to keep the genie's 
last wish for himself. 


Most of the preceding information can be gleaned in 
conversation with both Mov'Harath and Brelson. As a rule, 
determine beforehand Brelson's demeanor before the party 
enters the room. Typically, he approaches them from the 
darkness before they reach the northern half of the room 
inhabited by the efreeti. He has a 50% chance of being quite 
docile initially; otherwise he is depressed or arrogant and even 
violent to the characters. He also has the standard 5% chance 
per combat round of suddenly acting irrationally. 


Mov'Harath has become very perturbed by his predicament over 
the past eleven years. With only one wish left, adventurers have 
consistently gotten the riddle wrong, fled Brelson's wrath only to 
be hunted down and killed, or defeated Brelson only to have him 
regenerate and annoy the genie with his continued presence. 


Sample riddles are provided here: 

Fires of destruction praise my touch yet mourn my tears, 
Though | am unseen you see my travels, 

My voice is as quiet as a mouse, yet louder than thunder's roar, 


| tread the very mountains with ease yet water is as impassable 
as stone. 


Answer: Wind. 


You feel my kiss when you first see light and know my embrace 
as darkness falls, 


| am king to no one, though everything bows before me, 


Spellcraft DC 27: This result identifies the 
barrier as a modified wall of force. The higher 
than normal DC reflects the modifications 
made to it. 


Spellcraft DC 28: This result identifies the 
runes in the carpet as part of the binding 
effect used to bind the efreeti. If the result 
beats the DC by at least 5, the character also 
knows that it keeps Mov'Harath from plane 
shifting back to the Plane of Fire and it 
restricts his spell-like abilities (specifically only 
permanent image and wish, though no check 
can give information about what Mov'Harath's 
spell-like abilities are). 


The Map 


The map for this room is available in two 
different sizes: One serves as a reference for 
the DM, and the other is a map with a grid 
that works nicely with your miniatures. 


e DM Reference (93k ZIP/PDF) 
e Miniatures Map (275k ZIP/PDF) 


Each map is presented as a compressed 
(zipped) Adobe Portable Document Format 
file (pdf). You need to have Adobe Reader 
installed to use it. Adobe Reader can be 
downloaded for free from the Adobe website. 


Room Location on the Poster Map: This 
room is on piece 4 of the poster map. You can 
see the pieces in thumbnail size in the 
introduction to this series. For a better idea of 
where this room is, please view the Article 
Reference Map. 
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Empires fall before my might, but the most delicate flower's Neat li | 


blooming | cannot stop. Da ere THERUINS or 
UN DERMOUNTAIM 


Answer: Time. 


When the characters decide to take on the riddle, only one 
answer and wish can be granted, so they have only one 
opportunity. The riddle itself appears as shimmering words upon 
the wall of force that runs between the four large pillars at the 
northern end of the room. If correctly answered, the genie's 
bonds are broken, but it still takes 3 rounds for the magic to fully 
dissipate. Then the genie is once again free to act and use all of 
his spell-like abilities (minus any he used earlier). By answering, 
the party basically has three options: 


: 
Li 
1 


Haat 


Help the Curst 


In the event the characters correctly answer the riddle, they may 
wish for the curst to be returned to life. Mov'Harath actually 
takes offense to this if he has told the party his story of the past 
eleven years with Brelson. To him, the party has just aided his 
would-be captor. Once the barriers are down, Mov'Harath 
attacks the party and curst alike. 


Despite being free of undeath, and because he spent so long in his condition, Brelson's alignment remains 
chaotic neutral and he still has the chance to act irrationally. He could thank the party and offer his services, flee 
at the first sign of danger from the genie, or even flee so that he can later assassinate the party to prevent word 
of his own heinous acts ever reaching outside ears. 


Help Themselves 


If the PCs make a wish that helps themselves only, Brelson becomes enraged and attacks the party for 2 rounds. 
Fearing the genie's retribution, he flees during the third round but promises vengeance on the party for leaving 
him in his sorry state. 


Help No One 


If the party decides not to attempt the riddle, Brelson has a 50% chance to become withdrawn and depressed; 
otherwise he is extremely hostile to the PCs. Leaving Mov'Harath trapped certainly does nothing to engender 
respect for these "cowardly mortals." If ever freed, Mov'Harath could come after the party while simultaneously 
planning his revenge on Brelson, if he yet survives, potentially doubling the party's enemies. 


Mov'Harath: hp 90; see page 114 of the Monster Manual 


Brelson (male curst fighter 6): hp 65; see page 165 of the Lost Empires of Faerun. You should add a level, 
replace the leather armor with a breastplate, and replace the bastard sword with a +2 bastard sword. 
Additionally, make adjustments for his Wisdom of 2. 
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Treasure: The only treasure is the breastplate and +2 bastard sword used by Brelson. 
Adventure Hooks and Tie-Ins 


e The PCs could have heard the same rumors that Brelson had heard about a wish-granting genie located 
in the upper levels of Undermountain. 


e Alone adventurer tells of a creature guarding a genie who, after being destroyed by his party, kept 
returning to hunt his group down. This sole adventurer is the only survivor of that group, and he is offering 
a large reward to anyone who helps him gain vengeance. 


e Acleric of Lathander recently returning from Undermountain swears by his god that he encountered a 
creature that resembled his dead older cousin, whom he lost in the battle with Myrkul fifteen years ago. 
After the undead creature was turned, the priest lost track of him. 


e Because of his regenerative powers, the curst could make quite a reoccurring villain for the party if they 
didn't help him regain his life. 


e Helping Brelson could certainly earn Mov'Harath's enmity, putting the party at the top of his revenge list 
just under Brelson himself. 


e Ifthe party could not correctly answer the riddle, they could still find a way to save Brelson from his 
current state. 


e If they returned Brelson to life, the adventurers could help Brelson atone for his past crimes as an 
undead. 


Check out the Return to Undermountain: An Introduction for more details. 


Article Reference Map 


About the Author 


Jason Milligan of Jacksonville, Florida, answered the Call to Adventurers Contest, and "The Undead Wish" is his 
winning entry. For more information about this contest, please visit the Call to Adventurers contest main page. 
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Jason Milligan, sus323, and Ohtar Turinson 


Undermountain, that seemingly endless dungeon beneath Waterdeep, remains one of the most recognizable 
locations in FaerGn. Check out the top three room descriptions from out call to adventurers contest. First place 
finisher "The Undead Wish" by Jason Milligan, second place "The Auditorium" by sus323, and third place "The 


Temple of Fortune's Rebirth" by Ohtar Turinson. 


The Auditorium (EL 12) 
By sus323 


When the player characters enter this area (either through the 
secret door to the east or through the large double-doors to the 
south), read the following text and adjust for PC reactions: 


In this vaulted, shadow-filled hall, two lanterns (one on 
each wall) begin to glow with a weak golden light. Seconds 
after that, two more lanterns hanging 10 feet beyond the 
first two begin to glow dimly. Pair by pair, each set 
separated by 10 feet, lanterns flicker to life and provide a 
faint illumination. 


Allow each PC to react. If they leave the room, the lanterns 
immediately dim again and the room resets. It takes only a 
single physical presence to cause the room to activate. 
Assuming the PCs stay to see what is going on, read the 
following text: 
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Just as the growing brightness reaches four massive pillars 
about 85 feet from the double doors, you hear a voice from 
the far northern reach of the chamber say, "My word! An 
audience? Excellent! A-One, A-Two, A-Three.. ." 
Boisterous music erupts as all of the lanterns flash into full 
illumination. A wondrous party appears before your eyes. 
Well-dressed men and women cavort and dance to 
rhythmic reels played by the full orchestra arraigned along 
the north wall. A wild-haired conductor stands with his back 
to you, wildly directing the music. 


As the crowd whirls, you see that all of them, men and 
women, have the same face! In addition, the ground 
beneath the musicians and conductor is littered with 
sparkling gems, equipment, coins, and bones. 


While the party guests are illusions, the musicians, music, and 
treasure are quite real. If any party member disbelieves the 
illusions with a successful DC 20 Will save, the illusions reset 
within 1 round. Otherwise the illusionary party guests are 


harmless. They all look like the conductor except half are 
dressed as women. 


Halaster (see Return to Undermountain: An Introduction) 
designed this room as a joke to ensnare one of his rivals who 
was a snobbish music lover as well as a wizard of middling 


talent. 


When the snobbish wizard and his companions entered the 
room, he beheld a party of illusionary versions of himself 
dancing to a mocking song. He became so enraged that he 
stormed over to the band and fell into the trap. His soul was 
sucked from his body and locked into the golem conductor's 
gemstone eye. When his companions tried to rescue him, they 
too were trapped and were compelled to become musicians. 
They found themselves forced to play that mocking dance for 
anyone who entered the room until they died. 


Such was the magic of Halaster's trap that the room began 
collecting new victims to repopulate the band as it became 
necessary. As such, creatures and adventurers have fallen to 


the trap and their equipment has been gathering on the stage for 


years. 


If the PCs remain within 60 feet of the double doors, they can 
enjoy the party without harm. However, moving any farther into 
the room triggers the following effects based on how close they 


Room Summary 


Creatures: (1) One stone golem (the 
conductor). 

Traps: (Several) See below. 

Terrain: Normal, but with areas containing 
magical effects. 

Lighting Conditions: Bright light. 

Magic: Each field has a different 
aura:antimagic field is moderate abjuration, 
the Otto's irresistible dance effect is strong 
enchantment, the illusion effect is moderate 
illusion, and the domination trapis moderate 
enchantment. Also, the golem radiates strong 
necromancy (gemstone eye). 

Detectable Alignments: None. 

Secrets: (4) Four magical fields exist within 
the area. 

Treasure: (Approximately 3,400 gp)Random 
normal equipment, small greatsword +1,wand 
of summon monster | (6 charges), two potions 
of cure light wounds, a gold brooch inset with 
red garnets (525 gp), a silver signet ring (150 
gp), 8 pp, 43 gp, 103 sp, and 213 cp. 


Relevant Checks 


Disable Device DC 30: This result disables 
the domination pillar trap. 


Disable Device DC 31: This result disables 
the programmed illusion pillar trap. 


Disable Device DC 33: This result disables 
the Otto's irresistible dance pillar trap. 


Search DC 30: This result allows a PC to 
locate the trap that produces the domination 
field. 


Search DC 31: This result allows a PC to 
locate the trap that produces the programmed 
illusion field. 


Search DC 33: This result allows a PC to 
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get to the conductor: 


Antimagic Field: An area 60-feet across and 40-feet deep has 
an active antimagic field. Beginning when the room widens out 
to 60 feet across (where the second set of small pillars begins), 
the field prevents the casting of any spell or magical effect within 
its zone. Of course, the illusionary dancers do not enter this 
area. Beyond this area, magic works normally. 


Otto's Irresistible Dance and Programmed Illusion Fields: 
For 70 feet beyond the antimagic field, the dance floor is packed 
with whirling dancers. As a result, all movement is reduced to 
half soeed. The source of the illusionary dancers is the large 
southwestern pillar (see the trap below). 


As soon as the PCs enter this area, they are subjected to a 
modified Otto's irresistible dance effect. The spell affects each 
PC for 1d4+1 rounds. The PCs either dance with each other, or 
illusionary dance partners appear to join them. Once the spell's 
duration ends, it cannot affect the same PC for 1 round. Thus a 
recently freed character has a small window to escape. The 
source of the Otto's irresistible dance effect is the large 
southeastern pillar. 


Programmed Illusion Pillar Trap: CR 6; magical; proximity 
trigger; automatic reset; if interacted with, Will save DC 33 to 
disbelieve; character movement slowed to half speed; Search 
DC 31; Disable Device DC 31. 


Otto's Irresistible Dance Pillar Trap: CR 8; magical; proximity 
trigger; automatic reset; no save; Search DC 33; Disable Device 
DC 33. 


Domination Pillar: PCs who reach the area beyond the dancing 
floor may fall prey to the domination pillar's effect; treat as a 
dominate person effect with the following adjustments. Those 
who fail walk toward one of the members of the band, stripping 
off their possessions as they go. When they reach the band 
member, they are compelled to take the musician's instrument 
from them. As soon as they do, the former musician crumbles to 
dust and the PC takes his or her place for as long as the effect 
lasts (30 days in this case, though DMs can certainly rule that a 
new saving throw is allowed every so often due to the need to 
eat, sleep, and so on). Any PC who remains in this area is 
subjected to the effect each round. The source of the domination 
effect is the large northwestern pillar. 


Domination Pillar Trap: CR 5; magical; proximity trigger; 
automatic reset; Will save DC 32 negates; Search DC 30; 


locate the trap that produces the Otto's 
irresistible dance field. 


Spot DC 15: A PC who gets this result after 
studying the room can learn more about it as 
described in the third shaded box (-1 penalty 
to the result per 10 feet of distance). 


The Map 


The map for this room is available in two 
different sizes: One serves as a reference for 
the DM, and the other is a map with a grid 
that works nicely with your miniatures. 


e DM Reference (99k ZIP/PDF) 
e Miniatures Map (285k ZIP/PDF) 


Each map is presented as a compressed 
(zipped) Adobe Portable Document Format 
file (pdf). You need to have Adobe Reader 
installed to use it. Adobe Reader can be 
downloaded for free from the Adobe website. 


Room Location on the Poster Map: This 
room is on piece 4 of the poster map. You can 
see the pieces in thumbnail size in the 
introduction to this series. For a better idea of 
where this room is, please view the Article 


Reference Map. 
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Disable Device DC 30. 


Beyond the Domination Effect: If a PC reaches this point 
without becoming a musician, read aloud the following boxed 
text. A successful DC 15 Spot check also reveals the following 
information. 


aay 


The wildly gesturing conductor is, in fact, made of stone. As 
you observe this, the conductor turns his head toward you, 
and you notice a groove running down his face -- a groove 
carved from the living stone of the conductor by the tears 
that continue to fall from a black sapphire eye. 


i 
if 
i 


a in al 


Aside from disabling the traps, the other way to destroy the 
magical effects of this room (including the antimagic field) is to 
obliterate the conductor. 


Conductor: See page 136 of the Monster Manual. The wizard 
was trapped via a soul bind spell, and the black sapphire gem is 
set within one of the golem's eye sockets. See page 281 of the 
Player's Handbook for more information about the spell. The 
tears are perhaps a unique side effect of the process of creating the golem, then binding the soul within the 
golem's gemstone eye, or it could simply be an added touch by Halaster. 


Once the wizard's soul is released, read the following (adjusting the text as necessary): 


As the conductor collapses fall to the ground, the music suddenly stops. Most of the musicians crumble 
into dust and their musical instruments fall to the ground. A ghostly mist rises up from the broken chunks 
of the conductor, briefly taking the form of a harried-looking wizard. He cups his hands over his ears, and, 
in a whisperlike voice, says, "Arrgh! I'll never get that damned tune out of my head!" The ghost fades out 
of sight as the illusionary dancers make their final bows to each other and, one by one, vanish. 


Once the conductor is destroyed, any PCs trapped by the dominate person effect are released. 


Treasure: The PCs can collect equipment abandoned by the victims of the trap from the floor around the 
remains of the musicians. Among the bones and dust is a random assortment of nonmagic equipment (see 
Chapter 7: Equipment in the Player's Handbook). In addition there is a small greatsword +1,wand of summon 
monster | (6 charges), two potions of cure light wounds, a gold brooch inset with red garnets (525 gp), a silver 
signet ring (150 gp), 8 pp, 43 gp, 103 sp, and 213 cp. 


Adventure Hooks and Tie-Ins 


e To increase the challenge, use the greater stone golem in the Monster Manual. You may also consider 
replacing the domination effect with a lesser geas or geas effect. You can also decrease the challenge by 
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choosing a different type of golem with a lower CR. Change the descriptions above accordingly. 


e Perhaps tales of this room have spread beyond the dungeon. A bard may seek out the music in question 
and ask the PCs to go listen to it (or escort him to it). 


e Asole adventurer comes out of Undermountain with a strange tale. She woke up just inside this strange 
room, but none of her friends were around to help her. She thinks they ventured further into the room; 
she saw her friend's distinctive wand among the treasure on the floor. Being a cautious sort, she decided 
to leave the dungeon and seek help in determining what happened to her friends. (The PCs can also 
meet her somewhere inside Undermountain, too.) 


Check out the Return to Undermountain: An Introduction for more details. 


Article Reference Map 


About the Author 


Wizards.COMmunity member sus323 answered the Call to Adventurers Contest, and "The Auditorium" came in 
second in the contest. For more information about this contest, please visit the Call to Adventurers contest main 


page. 
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Jason Milligan, sus323, and Ohtar Turinson 


Undermountain, that seemingly endless dungeon beneath Waterdeep, remains one of the most recognizable 
locations in FaerGn. Check out the top three room descriptions from out call to adventurers contest. First place 
finisher "The Undead Wish" by Jason Milligan, second place "The Auditorium" by sus323, and third place "The 


Temple of Fortune's Rebirth" by Ohtar Turinson. 


The Temple of Fortune's Rebirth (EL 11) 
By Ohtar Turinson 


Read the following text aloud, adjusting as necessary for 
conditions: 


The broad, steep stairs lead up to a massive doorway that 
is 20-feet wide. The bronze doors, embossed with 
incomprehensible lettering and covered in verdigris, stand 
open. Beyond, a massive, majestic hall lined with white 
marble columns extends into darkness. Two symbols are 
set side by side in the floor immediately within the hall; one 
is a red triangle and the other is a red pentagram. Both are 
edged with silver. 


This massive hall is a temple to Tyche, the goddess of luck who 
died just before the start of the Dawn Cataclysm and was reborn 
as Beshaba and Tymora. The original builders hoped to find a 
way to resurrect the goddess by combining her daughters, but 
the priests died elsewhere before they could attempt to find a 
means to do so. The lettering on the door reads "The Hall of 
Fortune Reborn" in a late variant of Netherese, the language of 
the ancient Netheril Empire's common folk. Anyone who can 
speak Netherese or Halruaan can read the script easily, anda 
comprehend languagesspell or a successful Decipher Script 


check similarly allows for reading. 


Within the last set of small columns is a corpse of a human male 
in blue robes. He was an agent of the Twisted Rune, a cabal of 
undead, who had been sent to spy on Halaster and interfere in 
any way possible. Unfortunately for the agent, he fell prey to 


Call to Adventurers Contest Winners 


Undermountain's many traps (since disarmed), and passing 
adventurers looted his corpse only three days after his death. 


Once the PCs are within sight of the second, larger set of 
columns, read the following, adjusting for conditions: 


Ahead stands a huge arch that is supported by columns so 
massive that a full-grown man could not reach halfway 
around its circumference. The capitol of each column is one 
of the symbols that were at the entrance, and the keystone 
of the arch is a giant silver disk. Engraved on the arch are 
letters in an ancient script. 


As on the front doors, the words over the arch are a late variant 
of Netherese. They read "Fortune Favors the Bold." On the floor 
between the second set of columns is a mosaic that depicts a 
beautiful (if slightly deranged) woman (a portrayal of the 
goddess). There is Netherese text above and below this picture 
as well. The text above reads "Life is short. Live itas Tyche 
meant it to be lived." Below says "Dare all, and see victory 
through the Lady!" 


Once they have passed the second set of columns, read the 
following, adjusting for vision: 


The vaulted ceilings of this room reach at least 90 feet 
overhead. The floor is largely bare, except for three 
skeletons in one corner and a single coin, balanced on its 
edge, resting in the center of the room. Elaborate frescos 
decorate every inch of the walls. On one wall the images 
show a beautiful woman being split in twain by a beam of 
light and two smaller figures, of similar beauty, coming forth 
and attacking each other. The center shows the smaller 
figures warring with one another and the final wall shows 
the conflict ending as the smaller figures are reunited into 
the larger figure again. 


The corpses in the corner are at least fifteen years old, and they 
have nothing of value except a small book hidden under one 
body. All died violently -- each looks as if a lance crushed both 
ribcage and spine. The book is bloodstained and fragile, but it 
makes it clear that these people, whoever they were, were 
extremely interested in dead gods. While much of it is illegible 
from time and bloodstains, symbols and notes about various 
ancient deities fill the pages; these deities include (but are not 


Room Summary 


Creatures: None or(1) gouger beholderkin. 
Traps: None. 

Terrain: Black marble tiled floor; no in-game 
effect. 

Lighting Conditions: Darkness. 

Magic: Strong enchantment and conjuration 
from the fateful coin. 

Detectable Alignments: None. 

Secrets: None. The secret door marked on 
the map is easily seen and opened from this 
side. 

Treasure: Either none or a medium magic 
item. See The Fateful Coin, below. 


Relevant Checks 


Decipher Script DC 20: Various simple 
phrases in a late dialect of Netherese 
decorate the room. A PC taking a minute can 
puzzle out the meaning of any of the various 
phrases. 


Intelligence DC 20: When the PCs locate the 
coin, the actual players might not make the 
connection between the mosaic text and the 
engravings around the coin; this check allows 
the PCs to figure out that a connection exists. 


Knowledge (religion) DC 15: The walls of 
both halls hold images of the birth of the 
goddesses Tymora and Beshaba, good and ill 
luck, and the death of Tyche, the Netherese 
deity of luck. 


Knowledge (religion) DC 30: The various 
phrases of Tyche's faith engraved around the 
room have seen little use since the death of 
the goddess. A successful check indicates 
knowledge of the significance of these 
specific words, which priests of the goddess 
used to identify one another. 


Search DC 5: The most recent corpse has a 
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limited to) Amaunator, Tyche, Targus, Mystryl, Moander, the 
Lost Gods, Bane, Bhaal, and Myrkul. 


This cult cell devoted itself to dead deities -- not any in 
particular, but to lost divinity in general. They located this temple 
and even flipped the coin, but they were not prepared for their ill 
fate and were slain by the gouger. 


The Fateful Coin 


The silver coin balanced in the center of the floor was a minor 
artifact of Tyche's faith, a coin that when flipped would bring 
either fantastic luck or terrible ruin to the one who tossed it. With 
the death of the goddess, it lost much of its old power, but it still 
has the power to bestow some measure of luck. 


Description: The thick silver coin has a red triangle on one side 
and a red pentagram on the other. Engraved on the coin are 
letters in an ancient script. 


When activated (but only after it's flipped), the coin emanates a 
silver glow briefly, and scarlet-hued script flickers in and out of 
existence in the air surrounding the coin as it falls to the ground. 
It sounds as a normal coin would when it hits a hard surface. 


Prerequisite: Those who cannot identify themselves as 
members of the Tyche faith cannot lift it (see Activation). 


Activation: Around the coin is engraved the same phrase as 
the one above the mosaic: "Life is short. Live it as Tyche meant 
it to be lived." Only by reciting the proper response ("Dare all, 
and see victory through the Lady!") can the coin be lifted at all. 
Otherwise it weighs 2,000 Ibs, and it has no effect even if 
flipped. 


Effect: Anyone picking up the artifact must make a DC 20 Will 
save or be compelled to flip it and let it land on the ground. If the 
coin is flipped, roll d%: 


On a roll of 01, the coin vanishes at the apex of its flight and 
reappears in another temple of Tyche (probably a ruin under 
Anauroch). 


On a roll from 02 to 50, the coin lands triangle side up. At that 
point, an echoing roar sounds out and a gouger beholderkin 
(appearing as an insane beholder with an extra long, very sharp 
tongue) appears over the mosaic to the south and attacks the 
party, focusing its attacks on the one who flipped the coin. 


small tattoo of two interlocking 3's facing 
downward (the symbol of the Twisted Rune, 
old enemies of Halaster) on his left wrist. 
Anyone searching the blue-robed body has a 
chance to notice this. 


Search DC 15 or Survival DC 5: Several 
different groups over the last month have 
used this room as a camp. A successful 
check allows PCs to find traces of this in the 
dust. 


The Map 


The map for this room is available in two 
different sizes: One serves as a reference for 
the DM, and the other is a map with a grid 
that works nicely with your miniatures. 


e DM Reference (93k ZIP/PDF) 
e Miniatures Map (275k ZIP/PDF) 


Each map is presented as a compressed 
(zipped) Adobe Portable Document Format 
file (pdf). You need to have Adobe Reader 
installed to use it. Adobe Reader can be 
downloaded for free from the Adobe website. 


Room Location on the Poster Map: This 
room is on piece 4 of the poster map. You can 
see the pieces in thumbnail size in the 
introduction to this series. For a better idea of 
where this room is, please view the Article 
Reference Map. 
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Gouger Beholderkin (1): hp 110; Monsters of Faerdn page 24. 


On a roll from 51 to 99, the coin lands pentagram up, and a 
random medium magic item (roll on Table 7-1 on page 216 of 
the Dungeon Master's Guide) appears in the hand of the tosser. 


On a 00, the coin lands on its edge, granting the tosser a 
permanent +1 luck bonus on all saves. 


The coin can be destroyed as a normal silver coin would be, but 
the destroyer takes a permanent -1 penalty on all saves for the 
rest of their days. This penalty cannot be removed by any 
means other than receiving an atonement spell from both a 
cleric of Tymora and a cleric of Beshaba. Finally, the coin does 
not allow itself to be removed from a temple of Tyche. It 
vanishes and reappears in the place where it was found if 
someone attempts to remove it from the temple precincts. 


Aura/Caster Level: Strong enchantment and conjuration. CL 
20th. 


Weight: 2,000 Ib. or --. 
Treasure: Either none or a medium magic item from the fateful coin (see above). 
Adventure Hooks and Tie-Ins 


e The diary of the annihilated cult could serve as an adventure hook; perhaps it holds the location of 
Borem's Quagheart (Faiths and Pantheons, page 169) or other lost temples and artifacts. 


e Ifthe PCs entered Undermountain in pursuit of an enemy, this foe could replace the dead agent of the 
Twisted Rune. If he has something the PCs need and take with them from the corpse, a foe's ally could 
then track the adventurers through Undermountain and try to retrieve the item. 


e You can replace the gouger with pretty much anything, from a standard beholder to another permutation 
of beholderkin from Lords of Madness to something completely different. 


e Other minor artifacts could replace the fateful coin: A deck of many things (Dungeon Master's Guide, 
page 278) or Olidammara's dice (Epic Level Handbook, page 152) would be especially appropriate. 


Check out the Return to Undermountain: An Introduction for more details. 


Article Reference Map 
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